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Research on VR content production through analysis of

cyber sickness elements
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Abstract

VR is growing rapidly through technological development, and as users' demand for VR content grows,
a new form of VR content production is required. This research analyzes the negative cyber sickness
elements of VR contents that provide new experiences and provide near-real experiences. The purpose is to
identify items to be considered in the production process based on the analysis results and to produce
optimized VR contents. Therefore, in this research, the VR content 'Jangsaengpo Whale Village' was
produced by analyzing the visual discomfort that users may feel through the theoretical consideration of VR
technology and cybersickness through SSQ. The considerations in the production process were modeling
when the camera is fixed and moving heavily, a directing method to prevent users' dizziness, and a method
of inducing the user's point of view and perceiving the current position in a virtual environment to give a
sense of stability. This research is an analysis of factors that affect cyber sickness, and VR content creation
and future VR content developers will be able to recognize the degree of motion sickness of users and be
used as basic data for the development of new types of VR content.
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[Fig. 1] Global VR-AR market sales forecast [1]
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